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SRFETy INFORUIRTION 


ABOUT PHOTOSENSITIVE SEIZURES 

A very small percentage of people may experience a seizure when exposed 
Co certain visual images, including flashing lights or patterns that may 
appear in video games. Even people who have no history of seizures or 
epilepsy may have an undiagnosed condition chat can cause these “photo- 
sensitive epileptic seizures" while watching video games. These seizures 
may have a variety of symptoms, including lightheadedness, altered vision, 
eye or face twitching, jerking or shaking of arms or legs, disorientation, con¬ 
fusion. Dr momentary loss of awareness. Seizures may also cause loss of 
consciousness or convulsions that can lead to injury from falling down or 
striking nearby objects. Immediately stop playing and consult a doctor if you 
experience any of these symptoms. Parents should watch for or ask their 
children about the above symptoms—children and teenagers are more like¬ 
ly than adults to experience these seizures. The risk of photosensitive 
epileptic seizures may be reduced by sitting farther from the television 
screen, using a smaller television screen, playing in a well-lit room, end not 
playing when you are dnowsy or fatigued. If you Dr any of your relatives have 
a history of seizures or epilepsy, consult a doctor before playing. 


OTHER IMPORTANT HEALTH AND SAFETY INFORMATION 

The Xbox Instruction Manual contains important health and safety infor¬ 
mation that you should read and understand before using this software. 


AVOID DAMAGE TO YflUR TELEVISION 

Do not use with certain televisions. Some televisions, especially front- or 
rear-prqection types, can be damaged if any video games, including Xbox 
games are played on them. Static images presented during the normal 
course of gameplay may "bum in" to the screen, causing a permanent shad¬ 
ow of the static image to appear at alt times, even when video games are 
not being played. Similar damage may occur from static images created 
when placing a video game on hold or pause. Consult your television owner's 
manual to determine if video games can be played safely on your set, Ef you 
are unable to find this information in the owner's manual, contact your tel¬ 
evision dealer or the manufacturer to determine if video games can be 
played safely on your set. 


Unauthorized copying, reverse engineering, transmission, public performance, 
rental, pay far play, or circumvention of copy protection is strictly prohibited. 
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CONNECT TO XBOX LIVE' 


THKE STRRtURRS BRTTLEFRONT ll m 
BEyDND THE BOX 

Xbox Live"'is a high-speed or broadband Internet gaming community where 
you can create a permanent gamer identity, set up a Friends list with other 
players, see when they're online, and receive invitations to play games. For 
games with multiplayer mode, invite your Friends to play, and talk to them in 
real-time as you play. 


□niLJNLORORBLE 5TRRUJRR5 
BRTTLEFRDNT II CONTENT 

If you are an Xbox Live subscriber, you. can download the very latest content 
[such as updated maps) to your Xbox console. 


CONNECTING 

Before you can use Xbox Live, you need to connect your Xbox console to a 
high-speed or broadband Internet connection and sign up for the Xbox Live 
service. To determine if Xbox bve is available in your region and for information 
about connecting to Xbox Live, see www.xbox.com/connect . 



CONTROLS 


Left tngger- 


Right trigger 


Left thumbstick — 

BACK button-- 

START button —— 
Directional pad —- 


.> x 



Y button 
B button 
X button 
A button 
Black button 
White button 
Right 

thumbstick 


INFRNTRy / JEU 

0 Mwe/Strafe [click and hold to sprint) 

@ Fneelocfc/Click t a Zoom 

© Jump fpress again in the air bo activate Jet Pack or Force Jump} 

© Single Tap to Crouch bap while running bo Roll) 

© Action/Ecter Vehicle 

.t. - 

Q Track Target 

Q Secondary Attack 

O Secondary Next 

Q Primary Attack 

© Primary NeXt/Saber Block UetS) 

© Toggle Map Modes 

Q Pause Menu 

nfr Reload [not applicable fur Jedi) 


Squad Command [not applicable lor Jedi] 

















CONTROLS 




■IBS 

5 


VEHICLE/TRRNSPORT 




Thrattle/Scrafe [click and hard to Boost? 


w Ptch/Tum (click to zoom] 

© Jump in Vehicle 


© Eveswe Maneuver 


Exit Vehicle 


Traci Target 


Secondary Attach 


Lf Primary Attack 

O Switch Position [inside vehicle) 


O Toggle Map Modes 


O Pause Menu 


Squad Dommarads 



— ) 










■jjilii 


%mmm 
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Get ready for the Rise of the Empire. Wage an epic conquest across the 
galaxy. Take control of powerful Jedi and legendary heroes while wading into 


the mayhem. Fight through the cold reaches of space amongst swarms of star- 
fighters. March across war-scarred battlefields from Star Wars Episode HE: 
Revenge of the Sith. More intense combat. Bigger battles. More unit classes 
and vehicles. IMew weaponry and abilities. Welcome to Star WansBattlefront II. 



►GRmePLFiy 


CREHTINE R PROFILE 

When first starting the game, you must create a profile. The profiles are used 
to save personalized option settings. Use the left Thumbstick or Directional 
Buttons to select the default profile or CREATE to make a new one, and then 
press the A button to confirm your selection. Then select the difficulty level. 
You will then be taken to the Main Menu. 


DIFFICULTY MODES 

NORMAL: Auto Target, Aim Assist and Sticky default to ON. 

ELITE: Auto Target, Aim Assist and Sticky Reticle is turned OFF. The enemy 
is more aggressive and accurate. 


LUREING LURR 

Star Wars Battlefront II offers epic action on a galactic scale through multiple 
game types. There are many ways to conquer the opposition, Before stepping 
onto the battlefield, each player selects a class with unique abilities. In deep 
space or on the planet's surface, players work to advance and gain territory, 
taking out enemies and capturing their Command Posts. Missions also have 
key objectives that must be completed in order to achieve victory. 
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Sticky Reticle 


OPTIONS 

GAME OPTIONS 


Turn this ON to slow your reticle 
movement when a target is highlighted. 


Viewpoint 

Allows you to choose between first 
or third person viewpoint when playing 


TqdI lips 

This option allows you to toggle the in 
game tips to AUTO (tool tips display 
only once), ON, or OFF, 

Reset Tool Tips 

Select this to make all tool tips 


Vibration 

Allows you to turn the Xbox controller 
vibration ON or OFF. 


Always Show Objective Retails 

This toggles the appearance of 
Mission Objective text ON or OFF. 


Friendly Fire 

Turn this ON or OFF to determine 
whether units on the same team can 
damage each other 


Movie Subtitles 


Use this option to turn subtitles ON 
or OFF during movie sequences. 


Auto Target 

When this is set to ON, the player 


will track an enemy automatically 


whenever he hits him with a weapon 


Aim Assist 


Switch this ON Ef you want the game to 
help you aim when attacking enemies. 


__..._ 0 | 

AUDIO DPflUNS , 

Here you can adjust the sound effects, music, and speech volumes in the game. 


TV Voice Output 

Toggles whether other pFayer voices 
come through the TV speakers. 

Rusting Bandwidth 

Allows you to select the appro¬ 
priate bandwidth when hosting a 


Display Network Performance Icon 

Toggles the appearance of an icon on 
screen that shows the relative network 
performance. 


CONTROLS 

Here you can completely customize the buttons of the Xta controller, invert the §*1 
Y-axis far aiming: and adjust the sensitivity. You can create separate controF 
schemes for Infantry, Vehicle, Starfighten Jedi, and Turret configurations. ^ - 

ONLINE OPTIONS 

Appear game. If you are unsure of your 

Toggle this to change whether players bandwidth, contact your Internet 
can see you online or not Service Provider. 


CREDITS 

See the many people who worked hard to make this game. 








Q Target Infantiattoa; Thu name of your Q Health: Represents how mudh damage you 
currently highlighted target will appear along can lake before you become another statistic tn 
with a health bar. Friendly targets appear blue, Che Galactic Databese. 
eoemies appear red, and mission objectives 

end native factions will appear yellow. D Power Meter This bar is deputed by spnnbng. 

rolling, or jumping and recharges over time. Vehctes 
£3 Target Reticle: When the reticle is over a can use this pc&iver for speed boosts and evasive 

friendly unit it wl turn flfue: if it is pointed at an maneuvers- Jedi Force Powers also draw from 

enemy it will turn Red. Tick marks around the this her. 

interior of the reticle indicate the ammo remain- 

ing in your currentclip. Someweapons generate D Reinforcement Meter: The numbers 

heat, which will appear as a circular bar represent the remfortements remaining for 

within the reticle. If a weapon overheats each faction. The player’s faction appears Blue 

you must wait util it cods to fine again, and the enemy is Red. For mare information, 

RefaadrtTecrtarge time is indicated by five see Reirifcrcemertts. page 14. [faring Capture 

dots at the bottom, or around the edges of the Flag games, this mEter is repfaced by a 

the reticle. score keeper. 

a Objective Indicator. This indicates the next Q Mini-Map: See page 12 far infomnation. 
objective in order to complete the mission. 

Uehicle Position Indicator: In vehicles with 
multiple positions, your position will be indi¬ 
cated by a yellow triangle. Allies in the vehi¬ 
cle will appear as purple octagons. 


fl Primary Weapon: The icon on the left shows 
the weapon equipped. ScraHng usng the Bteck and 
White Buttons, you can scroll through your primary 
and second spy weapons. The numbers represent 
the total amount of ammo remaining. 


□ Secondary Weapon/Ammo: The icon on the 
left shows the weapon equipped. Sttdlng usrg the 
Back and Whfee Buttons. >01 can scroll through 
yotr primary and secondary weapons. The num¬ 
bers represent the total amount of ammo 
remaining. 


Press the START button to pause the game. Here you can access the 
following options: 


REEUfTlE ERITIE 

Returns you to the battlefield 

OPTION 5 

Allows access to most of the options available from the Main Menu 

RE5PFLUN 

Choosing this option will kill your current character, costing your team one 
reinforcement. You will then be able to respawn at any friendly command post. 

RE5TRRT fTlBSIDN 

Starts the mission from the beginning. 

' QUIT 

. Return to the Main Menu. 












This displays your location relative to the environment. The white triangle designates 
your position and facing, while blue triangles indicate friendly units and red 
triangles indicate enemies. Yellow triangles represent native species, which 


may or may not be hostile depending on your faction. The triangfes representing 
units will flash when they are firing their weapons. Command Posts appear 
as ringed dots, colored blue for friendly, red for enemy, and white for neutral. 
Objects that can be used as cover appear light grey. Turrets appear as white 
dots with a line indicating facing. Unoccupied vehicles appear as white silhou¬ 
ettes; occupied vehicles are silhouettes with the appropriate color. 


The map spins to orient its position relative to the direction that the player is 
facing when in the default mode. There will always be a white triangle just 
beyond the edge of the map indicating north. When the map is enlarged [by 
pressing the BACK button], it remains static regardless of the player's facing. 

Command Posts and Objectives are always displayed even if they are 


beyond the radius of the map. They will appear at the edge of the map indicating 


the direction the player will need to travel to get to them. 

By pressing the BACK button, the map will expand to full screen to show 
the entire battlefield and all Command Posts. This will also display your mission 
objectives. Pressing the BACK button again will restore the map to its default 


position. 




cmmmRND pdbts 



Each battlefield contains tactical positions in key locations across the map 


known as Command Posts, which are vital because: 
t Reinforcements are deployed at them. Whenever a player dies, any friendly 
Command Post is available to deploy at.. If a team has no command posts 
under its control, it cannot deploy reinforcements until a Command Post is 


recaptured, 


< If a team controls the majority of the Command Posts on a map t the oppos¬ 
ing team will begin losing reinforcements automatically. If a team controls all 
of the Command Posts on a map, a victory timer wifi start counting down. 

< Units can change their class at any Command Post, allowing adaptability 
to battle conditions. Press the Y button while facing a friendly Command 
Post to change classes. There is a small penalty for switching classes: 


LDmmRND POST OWNERSHIP 


To capture an enemy or neutral Command Post, you must stand within its 
capture radius. An icon will appear on screen if you are close enough. If there 
are no enemy units nearby, the capture icon will slowly change color from red 
to white to blue. When the capture icon is completely blue, the Command 


Past will now belong to your team 


The rate of capture increeses if additional friendly units are nearby. If 
enemy units approach, the capture icon will alternate between blue and red 
until one side is driven off. You cannot capture a Command Rost while in a vehicle. 

Some Command Posts are permanently owned and cannot be captured by 
the opposing team. Some of these can be destroyed. Only human players can 
repair these destructible Command Posts. Destructible Command Posts 
appear on the map as diamonds instead of dots. 

Certain vehicles, such as the Imperial AT-AT, are Mobile Command Posts. 
Mobile Command Posts cannot be captured, but can be destroyed, in which 
case they will reappear after a set amount of time. 

In other game modes like CTF, and Assault, there are Command Posts that 
allow switching out of character classes but are not capturable. These are 
indicated by two arrows circling themselves. They will still be colored appro¬ 
priately so only friendly team members can switch out classes. 
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RESNFORCEITtENTS 


Reinforcement Points represent the number of reinforcements that each 
team can field. They are displayed in the reinforcement meter near the mini- 
map. The blue and red numbers represent friendly and enemy reinforcements 
respectively. 

Units can continue to join the game as long as two conditions are met: 



there are Reinforcement 'Points remaining, and that at least one Command 
Post is owned. 


When a unit dies, it takes one point off its team's reinforcement total. Any 
number of units can still deploy as long as one reinforcement point remains. 
However, if the Reinforcement Points reach zero, the team loses. During 
some campaign missions, one or both teams will have infinite reinforcements. 

For Single player games, you can deploy immediately after dying. In multi¬ 
player games, a reinforcement timer is set for the map. Each time the timer 
counts down, reinforcements are deployed for both sides. 

When a team's number of reinforcements equals the number of units on 
the held, that team will no longer lose reinforcements automatically. This is 
true even if that team has two or fewer Command Posts controlled. This is 
done to make sure that victory is earned by defeating all enemy units in com¬ 
bat or by capturing and holding all Command Posts on a map. En addition, A! 


units will no longer respawn when killed at this stage of the game. This rule 
provides human players with the most opportunities to affect the outcome of 
the game. 

ITEfT15 DN THE BRTTLEFIELO 

Defeated enemies occasionally drop items that you can collect to replenish or 
enhance your character. 


White Container: Extra Ammunition 
Blue Tank: Restores Health 

Yellow Tank: Restores Stamina 

Green Tank: Restores Defense 

Red Tank: Enhances Attacks 



UNITE 


Each faction has two specialized unit classes with unique abilities available to 
it. You must scone a certain number of points in a match before you can play 
as these units. There is also a limit to how many of each of these units can 
be on the battlefield at one time. You can see this on the Unit Selection screen. 


REBEL RLL1RNCE 


REBEL SOLDIER 


BOTHAN SPY 

The conning Bothans are known 
throughout the galaxy for their spying 
capabilities. On the battlefield they 


The Rebel soldier is effective against 
infantry, especially when they employ 
squad-based tactics. 


Equipment: blaster rifle, blaster pis- sneak behind enemy lines, causing 


tol, and thermal detonators. 

REBEL VANGUARD 

Vanguards are called upon to punch 
holes in an Imperial vehicle brigade. 

The heavy weapons they carry provide 
the means to take down menacing 
enemy air and ground vehicles. 

Equipment: rocket launcher, blaster 
pistol, thermal detonators, and mines. 

REBEL MARKSMAN 

Rebel marksmen have the specialized 
task of finding and eliminating targets 
from a safe location. Their re con 
droids are capable of deadly self- 
destruction near enemy positions. 

Equipment: sniper rifle, blaster pistol, 
thermal detonators, and auto turret 
dispenser. 

REBEL SMUGGLER 

Whenever there is a need to slip past 
an Imperial fleet undetected, just look 
for a smuggler. For a fee, the smuggler 
is willing to take the risk of running 
contraband right under the Emperor's 
nose. The smuggler can also repair items 
as well as slice enemies out of vehicles 
using his fusion cutter In addition to this, 
he can also destroy enemy mines quickly defense on capital ships, repelling 


chaos and wreaking havoc, and then 
fade into the environment. The Bothan 
Spy also has the unique ability to 
regenerate health. 

Equipment: incinerator stealth, 
regeneration and timebomb. 

mum WARRIOR 

The Wookiees joined the Rebel 
Alliance after the Empire invaded 
their home planet, Kashyyyk, and 


enslaved their people. Wookiees 
fight with unmatched ferocity and 
loyally support troops with health and 
ammo. 

Equipment: bowcaster, grenade 
launcher, thermal detonators, and 
remote droid. 


aid has the unique ability to be invisible to enemy attacks with heavy ordnance 


Equipment: blaster rifle, racket launcher 


enemy rrmes 


Equipment: shotgun, fusion cutter, det- thermal detonator 
pack, and health/ammo dispenser. 
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| UNIT5 


The iron will of the Emperor is personified 
in the stark white armor of the feared 
stormtrooper They ere highly disciplined 
andfenaticaly^ 

them an excellent front line assault force. 
Equipment: blaster rifle, blaster pistol 
thermal detonators, 

SHOCK TROOPER 

The shock trooper offers powerful 
support to the blaster-based 
troops by carrying a small portable 
missile launcher. This weapon fires 


These imperial tacticians support the 
troops in the field with a mortar 
launcher capable of leveling rebel 
resistance. The officer's unique train¬ 
ing allows for increased weapon dam¬ 
age. Officers also carry extra health 
and ammo supplies into battle. 


Equipment: mortar launcher Geonosian 


sonic gun, rage, and remote droid. 


DARK TROOPER 

Dark troopers use their jetpacks to 
"jump" to their targets (tap the A 
explosive charges that are highly button to jump, then tap again to 

effective against vehicles or tight engage the jump pack). Once in post- 

formations of infantry. tion s their charged arc caster can 

Equip ment: rocket I a u n cher, b la ste r scorch groups of enemies. 

pistol, thermal detonators, and Equipment: arc caster commando pis- 

mines. tol, and thermal detonators. 

SCOUT TROOPER IMPERIAL PILOT (Space Only) 

Scout troopers use concealment. Imperial pilots automatically regen- 

probe droids and patience to target erate the health of whatever vehicle 

faraway enemies and eliminate them they occupy and are capable of 

with their high-powered sniper rifles, repairing damaged vehicles, droids 

Their re con droids can self-destruct and turrets. They also serve as cap- 

in a mighty blast, decimating enemy ital ship saboteurs, 
forces. Equipment: commando pistol, fusion 

Equipment: sniper rifle, blaster pis- cutter, and timebomb. 


IMPERIAL ENGINEER fled with these fearless Propers writ 

The Empire's engineers focus on repel any invading forces. 

repairing friendly equipment and estab- Equipment: blaster rifle, rocket launch- 

lishing defenses, while working to er, thermal detonator. 

demolish toe emplacements of the 

Rebellion. 

Equipment: blast cannon, fusion cutter; 


detpack, and heaHti/ammo dispenser. 



CLONE COMMANDER 


Genetically designed for superior The commanders are 
fighting capability., clone troopers are 
best at fighting other infantry units 
toe-to-toe. 

Equipment: blaster rifle, blaster pis¬ 
tol, and toenmal detonators. 


rally, and remote droid 


HEAVY TROOPER 

The Advanced Recon Commando 
specializes in anti-vehicular combat. 
These units carry a powerful rocket 
launcher, but its effectiveness 
against infantry is limited. 

Equipment: rocket launcher, blaster 
pistol, thermal detonators, and mines. 


This highly mobile trooper has a jet 
pack that allows brief but rapid 
bursts of flight (tap the A button to 
jump, then tap again for a short 
flight.], He is a master at ambushes 
and disruption with his EMP launcher. 
Equipment: EMP launcher, comman¬ 
do pistol, and thermal detonators. 


CLONE SHARPSHOOTER 

The sharpshooter is a long-range 
threat to infantry with the sniper 
rifle, and uses the recon droid to 
engage a destructive self-detonation. 
Equipment: sniper rifle, blaster pistol, 
thermal detonators, and auto turret 
dispenser. 


These troops have toe unique ability 
to automatically repair any vehicle 
they occupy. They can also repair 
vehicles, droids, and turrets on the 
field with their fusion cutters, as well 


as set up powerful timed explosives 


Equipment: commando pistol, fusion 
cutter and timebomb. 


CLONE ENGINEER 

The Republic's engineers support the 
army by repairing friendly equipment 
and establishing defenses, and when 
the need arises, they demolish CIS 
emplacements with their detpacks. 
Equipment: shotgun, fusion cutter, 
detpack, and health/ammo dispenser 


CLONE MARINE [Space Only) 

The clone marines are similar to standard 
clone tooopers, but carry a rocket launch¬ 
er (or versatility against different targets. 
Equipment: blaster rifle, rocket launcher 


and thermal detonators. 
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SDPEfl RATTLE DROID 


After tiie debacle at the Battle of These enhanced droids serve to pro 

Naboo, the Trade Federation ordered a tect important figures in the CIS 

stronger, more independent battle army, such as General Grievous, 

droid, officially designated the B2. Their deadly neuro poison can cripple 


Resembling hulking, reinforced battle any enemies in a radius around them, 
droids, super battle droids are far Equipment: bulldog RLFI, radiation 
superior to their skeletal-looking ooun- launcher, neuro poison, and remote 
teqparts. 

Equipment: wrist blaster tri shot, and 


DROIDEKA (DESTROYER DROID I 


wrist rocket. 


Even feared by Jedi Knights, the crab¬ 
like droideka is equipped with a personal 
shield and two powerful repeating 
blasters instead of arms. The droideka 
transforms into a wheel in order to 
cruise rapidly around the battlefield. 
Equipment: repeating blasters and 
shield emitter. 


ASSAULT DROID 

Under the control of the Separatists, 
assault droids serve as a cheap yet 
effective solution to the fast-moving 
threat of Republic vehicles. Essentially 
mobile missile launchers, these droids 
allow the Separatists to handle tough 
situations. Equipment: rocket launcher 
blaster pistol, thermal detonators, 
and mines. 

ASSASSIN DROID 

Assassin droids are specifically 
programmed and designed with 
advanced targeting capabilities that 
allow them to take down targets at 
extreme range. Their re con droids 
feature powerful self-detonators 
that can be used against Republic 
forces. 

Equipment: sniper rifle, blaster pis¬ 
tol, thermal detonators, and auto 
turret dispenser 


PILOT RADIO (Space Only) 


Pilot droids automatically regenerate 
die health of whatever vehicle they 
occupy and are capable of repairing 
damaged vehicles, droids and turrets. 
They also Garry deadly explosives for 
disabling enemy ships. 

Equipment: commando pistol, fusion 
cutter and timebomb. 


The droid marine is an all-purpose 
fighting machine designed to drive 
back enemy boarding parties. 
Equipment: blaster rifle, rocket 
launcher, and thermal detonator. 


These droids support the army by 
repairing CIS equipment, as well as 
performing demolitions on Republic 
emplacements with their detpacks. 
Equipment: shotgun, fusion cutter, 
detpack, and heatth/ammo dispenser. 



Throughout the game, players will have the opportunity to play as the incredibly 
powerful hero characters. When certain conditions have been met, a prompt 
will appear on-screen indicating bo the player that a hero is now available. The 
player will have a limited amount of time to take advantage of the hero, as indi¬ 
cated by the glowing Hero Bar Taking damage will reduce the time remaining 
on the hero bar but defeating enemies will increase it. A skillful player will be 
able to prolong their time with these unique classes. Each hero has an array of 
unique powers and abilities that can be used to dominate the battlefield. When a 
hera is defeated, it will leave the battlefield, and may respawn later in the match- 
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more power to survive 


These ships include the Republic 
Starfighter, Droid Tri-Fighter, A-wing, 
and TIE interceptor. 


and durability. This type includes the 
Rebel combat landspeeder, TX-13DS 
fighter tank, AAT, and the Armored 
Tank Droid, 

HEAVY RSSAUl? VEHICLES 

These vehicles are even more heavily 
armed and armored, and are used at 
the front of most assaults. This type 
includes the Spider Droid and AT-ST. 

HEAVY ASSAULT TRANSPORT 

These lumbering behemoths can 
unload devastating amounts of fire¬ 
power on a target, as well as serving 
as mobile Command Posts. This type 
includes the AT-TE, and the AT-AT. 


These ships are not as fast as the 
starfighter class, but they can carry pow¬ 
erful ordnance and armor for assaulting 
capital ship emplacements. They can 
also perform boost and stunt moves. 
Many of these vehicles feature more 
than one position, allowing multiple 
units to team up aod take lull advantage 
of their firepower. This type includes the 


V-wing, CIS Strike Bomber, Y-wing, and 


TIE bomber. 

ATTACK TRANSPORT FLYERS 

This type acts as attack craft and troop 
transports in battle. Like the Heavy 
Assault Transports, these ships will act 
as spawn points for your team when they 
are on the ground. This type includes 
the Republic Gunship, CIS gunship, and 
Imperial Lander 


MULTI-PURPOSE STARFIGHTERS 

These Graft are well-rounded and versatile, 
making them handy in a dogfight or a 
strafing run. They have forward firing 
blasters and a complement of missiles. 
Starfighters can use a limited boost to 
increase their speed lclick the right 


thumbstickl Also, they can perform 


evasive maneuvers. To perform a barrel 


There are several distinct classes of vehicles that can be piloted, ranging 
from fast speeder bikes to fearsome AT-AT walkers. Because there are 

no vehicle repair droids on the map, 

thp hatt.ln 

your engineers become a vital part of 

SCOUT VEHICLES 

roll, press the B button, then move the L 

This type of ground vehicle is fast and 
light. They can zip across the battlefield 
at great speed and are not meant for 
. heavy combat. They are armed and 
armored, but only lightly to give some 

1 minimal protection. This type includes 

left thumbstick in the direction you want 
to roil, To perform a loop, double-tap 
the B button before choosing a direction | 
to move. This type includes the ARC- 
170, droid starfighter, X-wing, and TIE 
fighter. 

I the 74-Z speeder bike, Tauntaun, and 
the STAR 

mm m i ■■ mm iiinnil w ur IB I ifi ■ rp 

SCOUT FIGHTERS 

Nimble and lightning fast. They are dev¬ 

MEDIUM ASSAULT VEHICLES 

i These vehicles have heavier weapons 

astating in dogfights, and have the capa¬ 
bilities to boost and perform stunts but 

| and armor and are slower than the 

don't carry the heavy ordnance or armor 


> SINGLE PLRyER 






TRRINING 


There are two missions that teach you 
the general mechanics of gameplsy. They 
include all the types of objectives that you 
will encounter in the campaign, both on 
the ground and in space. 

RISE OF THE EfTlPlRE 

This mode follows the storyline of the 
Empire’s rise to power. 


each campaign with two base planets 
and one fleet. To win, you must conquer 
each of the enemy's bases and defeat 
their fleets.The game ends if all your 
bases and fleets are tost. 

The game is played in toms, wiih 
the player starting first. Each turn is 


At the end of a tun there is a summary 
screen displaying the status of the 
entire galaxy, including how many planets 
you control and how many fleets you’ve 
deployed. This is useful for planning 
your next turn. Once your turn is com¬ 
plete, the enemy will proceed 
through the same three phases, 
completing the round. 


divided into three phases 


the credits that you have earned INETRNT RCTIDN 
through victory in battle to construct This mode allows you to jump right 
new fleets, recruit new unit classes, or into a battle of your choice. There are 
purchase bonuses. Additional fleets can multiple instant action game types 
be constructed at an open friendly base available in Star Wars Battlefront II. 
planet. When you begin the campaign, and each can, be customized in the 
only the basic soldier class will be avail- game options before launching, 
able to your team. New wits can be 
recruited during any turn and will 
permanently join your forces. You can 
also purchase up to three bonuses at 
any time. A Bonus can be used before 
a battle to enhance your forces, or crip¬ 
ple the enemy's. 







VFlag CTF 

Players score points by Caking their 
flag Do the enemy base. Victor* is 
achieved when a predetermined score 
is met. 


the hunting team 


In this mode 
attempts to eliminate the entire 
hunted team within the time limit. If 
the hunted team survives until the end 
of the match, they will be victorious. 

Assault 

Victory is secured by scoring points: 
points are scored by destroying 
enemy units and objects. 


2-Flag CTF 

This is different than 1-Flag mode. 
You capture the enemy flag and return 
it to the friendly base to score. 


5RLMNG FIND LORDING 

The game will automatically give you the option to save your game when 
completing a mission in the Rise of the Empire or upon completing a turn in 
Campaign mode. In campaign mode you will also have the option to Save and 
Load from the pause menu during your turn. You will also be prompted to save 
your game whenever you alter any options, in which case the data will be 
saved to your profile. 

5PLIT5CREEN 

This mode allows two to four players to play head-to-head or cooperatively on 
the same Xbox video game system. All players need to have their own player 
profiles before a splitscreen game can begin. 

In splitscreen Galactic Conquest mode, players can compete for control of 
the galaxy by creating a Custom Campaign. When establishing the game, the 
players will be able to choose the Era , Layout, and Victory Conditions for their 
campaign. This mode can also be played co-operatively. 

mULTIPLRyER 

This mode allows you to compete against other players using System Link or 
over the Internet. An Xbox Live account is necessary for play over the 
Internet. Please refer to page 2 for information on setting up an account. 
Players are responsible for all applicable Internet fees. Online play suhject to 
online terms of use as may he available online at www,swbattlefrontP.com . 
LucasArts reserves the right to terminate any online support of this prodct 
at any time. 

When selecting the multiplayer option, you will first need to pick a 
connection type. 



XBC3X LIVE 

This option allows you to find games through Xbox Lms. When you select this 
option you must enter your pass cade to access your Xbox Live account, if it 
is pass code protected. Once you sign in you will be presented with the fol¬ 
lowing options: 

QUICK MATCH: Use Ehis option to join any game quickly. 

DPTIMATCH: This option allows you to find a match based on many different criteria. 
CREATE MATCH: Choose this option to hast a new game. 

Friends: Use the friends option to see your Xbox Live friends 1 status and send 
or receive game invites. 

Recent Players: This is a list of players who have recently played in a game 
session with you. You can send friend requests and invites to players on this list. 
PERSONAL STATS: Select this option to view your personal accomplishments. 
LEAOERBCARD: View the top players in each game mode and check out their 
personal stats. 

SIGN OUT: Sign-out of Xbox Live. 


syETErn link 

Select this option if you want to connect to a game using System Link. The 
game will take a few moments to bring up the list of available multiplayer 
games. This should take no longer than 30 seconds. Check to make sure 
there are no connection problems if it takes longer. 

SES5L0N LIST 

In the session list there are several categories to describe each game: 
GAME NAME: Shows the gamertag of the hosting player or the session name. 
IN/MAX: Shows the number of players currently in the game, and the total 
possible players. 

MAP: Indicates the map currently being played on the server. 

CONNECTION: Displays the quality of your connection to the server. Red bars 
indicate a poor connection, yellow bars'are adequate, green bars represent 
a fast connection. 

When highlighting a particular game, the game options set by the Host will 
be displayed in the Game Info window below the game list. 

Sender Note: Dedicated Hosts will run better than non-dedicated. 


CRERTE 

This option allows you to hast a game yourself. Choose the mapCs), the game 
mode, and finally set the game options. Press the Y button on the game 
options screen to modify Host options. 









GAME OPTIONS 

Al UNITS PEH TEAM: Allows you to set the number of AI-controLled units fighting 


A! DIFFICULTY LEVEL: Select between normal and elite to change the effectiveness 
of Al units. 

CON REIIMFQ R CEMENTS: Set the percentage of Conquest Reinforcements available, 
CTF SCORE: Set the score target for Capture the Flag games. 

HEROES: Toggles the inclusion of heroes for each team. You can choose what 
conditions will make the hero available = and how often it will respawn. 

HOST OPTIONS 

DEDICATED HOST: Toggles running dedicated/non-dedicated mode. 

MAX PLAYERS: Allows you to set the maximum number of players allowed in the game. 
WARM-UP: Select the duration of the warm-up mode before each battle. 
VOTING THRESHOLD: This option allows the host to determine the number of 
votes necessary to boot a player from the game. 

TEAM DAMAGE: Toggle the ability for players to cause damage to teammates. 


AIM ASSIST: Toggles assisted aiming for all players. 

SHOW FlAYffi NAMES: Togc^es the display of player names over their characters in game, 
TEAMS: This can be toggled between Auto Assign, which automatically evenly 
distributes players between the two teams as they join the game, or Player 
Select, which allows players to choose their team when they join. 

MIN PLAYERS TO START: Sets the minimum number of players that need to 
join before the game begins. The Al units will not begin fighting until this num¬ 
ber has been reached. 

PUBLIC GAME IXbcx im only]: Toggle the game between public and private mode. 


NOTE: If you choose to host a multiplayer game yourself, you will have a 
choice of dedicated or non-dedicated mode. Hosting in dedicated mode means 
that your Xbox console will be able to provide a more stable multiplayer environment, 
however you cannot use it to play in the game it is hosting. Hosting in non- 
dedicated mode allows you to play while hosting, but the game may not per¬ 
form as well. Performance and stability are also affected by bandwidth and 
the number of Al characters in a game. It is recommended that you reduce 
the number of players and Al characters if you are not running in dedicat¬ 
ed mode and/or do not have high bandwidth. 



> fTlEDRLS FIND RtURRDS 


Certain accomplishments are tracked in the game. If a player accomplishes 


certain goals within the course of one life Isuch as 6 headshots with a sniper 


By accumulating Medals players begin to unlock the different levels of an award. 
Everyone starts out as Green [level 01. After gaining a Medal 4 times in one cate¬ 
gory the player will advance to Veteran (Level 11 Status. Once the player has 
attained a Veteran status in any one of the Medal categories then the Award 
becomes available. If the Award is gained, the Award will stay with that player for 
one life, in addition, while the Bonus is active the award cannot be accrued again. 
Heroes will not be eligible for these Bonuses as the Hero himself is enough of an 
award .The Private, Sergeant, Captain and General rankings reflect the general total 
of Medals the player has accumulated in his lifetime. 


In Single Player games, these Awards will be tracked over the career and anything 
unlocked will be available in all modes. 


In Multiplayer games, the Server Host will have the choice of activating or deacti¬ 
vating Awards in their game session. However, at that point they will be equally 
available to all players. 


Fhecision Pistol 


Gunslinger 


Elite Assault Rifle 


4 Critical Hits vs. Vehicles 


Demolition 


Efejidabfe Rockets 


Slice into a Vehicle 


Technician 


Vehicle Regen 


6 Headshots with Sniper Rife 
8 Kills with Shotgun 


Particle Beam Rifle 


Marksman 


Flechette Shotgun 


Regulator 


Energy Recuperation 


8 Points 


Endurance 


16 Points 


Guardian 


Shieidirn 


Damage Increase 


D Medals Total 


Private 


20 Medals Total 


Captain 


300 Medals Total 


General 
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Lucas Arts has set up a variety of TECHNICAL SUPPORT 


services to provide you with informa- If you require technical assistance, 


tion regarding our programs, hint please read through the trou- 
and game play assistance, and tech nr- ble shooting guide. The troubleshoot- 
cal support. ing guide has solutions to many com¬ 

mon problems you may experience 
WHERE TO FIND US ONLINE with the game. ' 

You can visit the Lucas Arts Web site When contacting Technical Support, 
at wwwJucasarts.com . From there make sure to include the title and 
you can access the Support area version of the game, and a detailed 
where you will have the option to description of the problem, 
receive online technical support 
through Yoda's Help Desk, browse 
technical documents, or leave a mes¬ 
sage for an online representative. 

The Support section of the Lucas Arts 
Web site also features community 
based Technical Support Forums 
where you can find the latest game 
support information, discuss techni¬ 
cal issues and obtain assistance 
from other users. 


TECHNICAL SUPPORT 
MAILING ADDRESS 

LucasArts. a division of Lucashlm Ltd. 
P.D, Box 99908 
San Francisco, CA 94199 
Attn.: Product Support 


LUGASARTS COMPANY STORE 
You can also visit our secure online 
store at www.lucasarts.com/compa- 
nystore. The Company Store offers a 
complete selection of LucasArts 


Yoda’s Help Desk 

We are proud to feature Yoda's Help games, hint huoks and logo gear 
Desk, an interactive knowledge base, Reach us by mail at: 
which is available in the Support sec¬ 
tion of the LucasArts Web site at 
http ://suppo rt. I ucasa rts. com . Yoda's 
Help Desk offers solutions to techni¬ 
cal issues based on information you 
provide. Visitors to Yoda's Help Desk 
will be able to receive technical sup¬ 
port 24 hours a day, seven days a 
week. If Yoda's Help Desk is unable to 
provide you with a solution to your 
problem, you will be given the option 
to submit an e-mail message to an 
online representative. 


Lucasfilm - LucasArtsStore.com 

P.O. Box 10228 

San Rafael, CA 04912 
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j 50FTLURRE LICENSE/LLIHRRRNTy 


PLEASE READ THIS LICENSE CAREFULLY BEFORE INSTALLING OR OTHERWISE USING THE SOFT¬ 
WARE BY INSTALLING OR OTHERWISE USING THE SOFTWARE. YOU ARE AGREEING TO RE 
BOUND BY THE TERMS OF THIS LICENSE. IF YOU DO NOT AGREE TO THE TERMS OF THIS 
LICENSE, DO NOT INSTALL OR USE THE SOFTWARE AND PROMPTLY RETURN THIS PACKAGE 
AND ITS CONTENTS TO THE PLACE OF PURCHASE TOR A REFUND OR EXCHANGE SUBJECT TO 
THE RETURN POLICY OF THE RETAILER. 




The computer program, artwork., music, printed materials, on-line or electronic documentation, 
and other components included in this product and aN copies of such materials os sucli as may be 
modified or updated [collectively referred to as the “Software’], are the copyrighted property of 
LucasArts, a dMsfon of Lucasfilm Entertainment Company Ltd. and/or its affiliated entities or divi¬ 





sions, and its licerssors (collectively referred to as 'LucasArts* or "Publisher']. The Software is non- 
excfustvely licensed [not soldi to you. and LucasArts owns andVar controls all copyright, trade 
secret, parent and other proprietary rights in the Software. LucasArts may make improvements or 
updates to the Software at any time and with or without notice to you, which may be automatical¬ 
ly downloaded into the memory card Is] used in connection with the Software. Such updates or 
improvements may change the game play associated with the Software 


Subject to the tarns and conditions of this Agreement, you may use the Software, solely for your 
personal use and only in correction with a Microsoft Xbo* video game system. You may not circum¬ 
vent or attempt to circumvent any technological measures in the Software or the media designed 
to prevent copying or unauthorized access. 


Ail rights not specifically granted under this Agreement are reserved by LucasArts and, as appli¬ 
cable. their licensors. You may not; U) copy the Software in its entirety onto a hard drive or other 
storage device and you must run the Software from the included Digital Versatile Oise ['DVD']; L2] 
distribute, rent, lease or sublicense all or any portion of the Software: [31 modify or prepare deriv¬ 
ative works of the Software, except as otherwise may be allowed herein; [41 transmit the Software 
over a network, by telephone, or electronically using any means, or permit use of the Software, in 
a network, mufti-user arrangement or remote access arrangement except in the course of your net¬ 
work multiplayer play of the Software over authorized networks in aceardatnce with its documenta¬ 
tion; [5) engage in matchmaking for multi-player play over unauthorized networks; [63 design or dis¬ 
tribute unauthorized levers; [73 reverse engineer the Software, derwe source code, or otherwise 
attempt to reconstruct or discover any underlying source code, idees. algorithms, file formats, pro¬ 
gramming or interoperability interfaces of the Software by any means whatsoever, except to the 
extent expressly permitted by law despite a contractual provision to the contrary and then only 
after you have notified LucasArts in writing of your intended activities: [fl] remove, disable, or cir¬ 
cumvent any proprietary notices or labels contained on or within the Software; 
[9] export or re-export the Software or any copy or adaptation thereof in violation of any applicabte 
laws or regulations; or [10] commercially exploit the Software, specifically at any cyber cafe, comput¬ 
er gaming center or eny ether public site without first obtaining a separate license from LucasArts 
[which it may or may not ^ssue in sts sole discretion] for such use, and LucasArts may change a fee 
for any such separate license. 

You may transfer the Software, but unty if the recipient agrees to accept and be hound by the 
terms and conditions oF this Agreement, If you transfer the Software, you must transfer all compo¬ 
nents and documentation. Your rights in and to this license are automatically terminated aid when 
you transfer the Software. 


LucasArts warrants to the original consumer purchaser only that the media furnished in this 
Software will be free from defects in materials and workmanship under normal use for a period of 
ninety [90) days from the date of purchase [as evidenced by your receipt), tf the medfa furnished in 
this Software proves to be defective, and provided that the original consumer purchaser returns 
the media to LucasArts in accordance with the instructions in Ibis paragraph. LucasArts will 
replace the defective media: la] free of charge to the original consumer purchaser, if the media 



proves to be defective within the ninety [90] day period following the date of purchase, or [h] for a 
fee of £15.00 [all references herein are to United States dollars] per DVD or Compact Disc ["COT], 
if the media prows to be defective after the expiration of the ninety 19Q] day warranty period, pro¬ 
vided that the request is made within a reasonable time from purchase, and Luca&Arts continues 
to distribute the DVD or CD commercially. To obtain a replacement DVD or CD, please return the 
defective DVD 1 or CD only, postage prepaid, to LucasArts. a division of Lucasfilm Entertainment 
Company Ltd., P.D, Box 299C8, San Francisco. CA 94129, accompanied by proof of date of pur¬ 
chase.. a description of the defect, and your name and return address, as well as a cheek for 
$15.00 per DVD or CD made payable to LucasArts if after expiration of the warranty period. 
LucasArts will mad a replacement to you. In the event that the Software is no longer available. 
LucasArts retains the right to substitute a similar product of equal or greeter value. Thrs warran¬ 
ty is not applicable and shall be void if the deFect has arisen through abuse, mistreatment, neglect, 
or from normal west and tear. LucasArts has no obligation to provide support, maintenance, 
upgrades, modifications or new releases under this Agreement. 


You expressly acknowledge and agree that use of the Software is at your sole risk. Except for 
the limited ninety (90] day warranty on the media set forth above, the Software and sty related 
documentation or materials are provided 'AS IS E and without warranty of any kind. LUCASARTS 
EXPRESSLY DISCLAIMS ALL WARRANTIES. EXPRESS AND IMPLIED. INCLUDING. BUT NOT LIM¬ 
ITED TO. THE IMPLIED WARRANTIES DF MERCHANTABILITY, FITNESS FDR A PARTICULAR PUR¬ 
POSE AND NONINFRINGEMENT, LUCASARTS DDES NOT WARRANT THAT THE FUNCTIONS CON¬ 
TAINED IN THE SOFTWARE WILL MEET YDUR REQUIREMENTS, THAT THE OPERATION OF THE 
SOFTWARE WILL BE UNINTERRUPTED OR ERROR-FREE. DR THAT DEFECTS IN THE SOFTWARE 
WILL BE CORRECTED. LUCASARTS SHALL ALSO NOTBE LIABLE FOR ANY BELAYS. SYSTEM FAIL¬ 
URES OR SYSTEM OUTAGES WHICH MAY, AFFECT ONLINE GAME PLAY OR ACCESS THERETO 
LUCASARTS RESERVES THE RIGHT TO DISCONTINUE MAKING THE SERVER AVAILABLE (AND 
YDUR ABILITY TO PLAY THE GAME) AT ANY TIME AND FOR ANY REASON .THE ENTIRE RISK AS 
TO THE RESULTS AM) PERFORMANCE OF THE SOFTWARE IS ASSUMED BY YOU AND YOU [AND 
NOT LUCASARTS) ASSUME THE ENTIRE COST OF All SERVICING. REPAIR AND/OR CORRECTION. 
SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF IMPLIED WARRANTIES. SO THE 
ABOVE EXCLUSION MAY NOT APPLY TO YOU. 


UNDER NO CIRCUMSTANCES INCLUDING NEGLIGENCE. 5HAU LUCASARTS. OR ITS DIREC¬ 
TORS, OFFICERS, EMPLOYEES. LICENSORS. LICENSEES DR AGENTS BE LIABLE TO YOU FOR 
ANY INCIDENTAL, INOfRECT. SPECIAL OR CONSEQUENTIAL DAMAGES [INCLUDING DAMAGES 
FDR LOSS OF BUSINESS PROFITS, BUSINESS INTERRUPTION. LOST DATA. LOSS DF BUSINESS 
INFORMATION. AND THE LIKE] ARISING OUT OF THE POSSESSION. USE OR MALFUNCTION OF 
THIS PRODUCT. INCLUDING WITHOUT LIMITATION. DAMAGE TO PROPERTY AMD TO THE EXTENT 
PERMITTED BY LAW. DAMAGES FOR PERSONAL INJURY EVEN IF LUCASARTS OH A LUCASARTS 
AUTHORIZED REPRESENTATIVE HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES OR 
LOSS. SOME JURISDICTIONS 00 NOT ALLOW THE LIMITATION OR EXCLUSION OF LIABILITY FDR 
INCIDENTAL OR CONSEQUENTIAL DAMAGES. SO THE ABOVE LIMITATION DR EXCLUSION MAY 
NOT APPLY TD YOU. 


YOU AGREE THAT THE LIABILITY DF LUCASARTS ARISING OUT OF ANY KIND DF LEGAL CLAIM 
[WHETHER IN CONTRACT. TORT, OR OTHERWISE] WILL NOT EXCEED THE AMOUNT YOU ORIGI¬ 
NALLY PAID FOR THE USE OF THE SOFTWARE. YOU AGREE TO WAIVE 
ANY RIGHT TO EQUITABLE RELIEF INCLUDING. WITHOUT LIMITATION 
ANY INJUNCTIVE RELIEF. TO ENFORCE THE TERMS HEREOF. THE PAR¬ 
TIES ACKNOWLEDGE THAT THE LIMITATIONS OF UABILflY IN THIS ANO 
OTHER PROVISIONS Of THIS AGREEMENT AND THE ALLOCATION OF 
RISK HEREIN ABE AN ESSENTIAL ELEMENT Of THE BARGAIN BETWEEN 
THE PARTIES. WITHOUT WHICH LUCASARTS WOULD NOT HAVE 
ENTERED INTO THIS AGREEMENT. LUCASARTS' PRICING REFLECTS THIS 
ALLOCATION OF RISK ANO THE LIMITATION DF LIABILITY SPEDFIED 
HEREIN 
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THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE OTHER RIGHTS j 
DEPENDING ON THE LAWS IN YOUR STATE. 

This Agreement is governed fa ale respects by the laws of the State of California as such laws Jp 
are applied to agreements entered into and to be performed entirely within California between 
California residents, and you hereby consent to personal jurisdiction in California.. This Agreement : T 
will not he governed hy the United Nations Cferrrention on Contracts far the International Sale of -m 
Goods, the application of which is expressly excluded. You and LucasArts each agree that any claim 
or controversy arising out of this Agreement or the Software shell be settied by expedited binding J 
arbitration in accordance with the rules of the American Arbitration Association. Such arbitration 
shell take place in Marin County, California, and you waive any claim that sudh forum is inconverv 
ient. Any such claim or controversy shale be arbitrated solely on an individual basis end shell not be 
consolidated with a daim ef any other party. The arbitrator may not charge the terms of this 
Agreement. The arbitrator may award injunctive or other equitable relief to enforce the terms here- 
oh provided, however, that no fajunctive or editable relief may be awarded thati would enjoin or 
impair LucasArts' rights or ability to distribute or otherwise market, advertise, promote or exp-nit 
the Software. If it is judicially determined that any claim or controversy rising out of or related to 
this Agreement or the Software cannot be settled by expedited binding arbitration as noted above 
then you agree that any such claims or controversies shall be brought end maintained in the state 
courts located within the Dounty of Marin, State oF California or the federal courts of the Northern 
District of California, and you waive any claim that either such forum is inconvenient. The foregoing , 1 
shall not preclude LucasArts from seeking any injunctive or other relief for protection of LucasArts' * 

intellectual property rights or simiEar rights n any court of competent jurisdiction. Because 
LucasArts would be irreparably damaged if the terms of this Agreement were not specifically 
enforced, you agree that LucasArts shall be entitled, without bond, ether security or proof of dam¬ 
ages. to appropriate equitable remedies with respect to breaches of this Agreement, in addition ta 
such other remedies as LucasArts may otherwise have under applicable laws. The prevailing party 
m any action to enforce this Agreement shall be entitled to recover costs and expenses including, j 
without limitation, reasonable attorneys fees. LucasArts shall have the right, but not the obligation. | 
to defend or settle, at its uption, any action or proceeding arising from a claim that your permitted j 
use of the Software infringes or misappropriates any patent, copyright, or other ownership of a 
third party. You agree to provide LucasArts with written notice of any such cfaim within ten 1101 
business days of your first knowledge thereof and to provide reasonable assistance in the defense 
of such cfaim. LucasArts shall have sole discretion and control over the defense or settlement of I. 
such claim, unless it declines to defend or settie such daim, in which case you are free to pursue £ 
such course of action as you reasonably determine- LucasArts ls under no obligation hereunder to | 
indemnify Dr hold you harmless with respect to any actions, proceedings or cSaims. In the event of 
such a daim.. or if LucasArts believes such a claim is likely, LucasArts msy: li] procure for you the j 
right to continue using the Software; [it? modify the Software so that it becomes non-infringing; or, 
liii) terminate this Agreement. You agree to corr^ply with any court iudgmenft or other conditions 1 
imposed on you or LucasArts as a result of an allegation of patent or copyright infringement ! 
[whether by court order, agreement or otherwise! whether or rot such judgment or conditions con- j 
tradict the conditions of this Agreement, including without limitation, ceasing use of the Software. 

If any prevision of this Agreement is held ta be invalid or unenforceable, such provision shall he 
struck and the validity and enforceability of the remainder of this Agreement shall in no way be 
effected or impaired thereby and such provision shall be enforced to the maximum extent passible 
so as to effect the intent of the parties and shall be reformed without further action by the parties 
w the extent necessary to make such provision valid and enforceable. LucasArts' failure to act with j 
respect te a breach by you or others does not waive LucasArts' right to act with respect ta subse¬ 
quent or similar breaches, nor will any single or partial exercise of any right hereunder preclude fur¬ 
ther exercise of any other right hereunder This Agreement sets forth the entire understanding and 
agreement between you and LucasArts with respect to the subject matter hereof. Except as pro¬ 
vided herein, this Agreement may not be amended except in a writing signed by both parties; pro- I 
vided. however that LucasArts has the right, without notice and/or without a writing signed by both 
parties, to amend this Agreement in connection with any modifications or updates to the Software. 


The license term shall commence as of the date you install or otherwise use the Software. You 
may terminate thas license by disposing of the Software. Without prejudice to any other rights of 
LucasArts, this Agreement will terminate automatically iF you foil ta comply with its terms and con¬ 
ditions. In such event, you must destroy all copies of the Software and all its component parts. 
Your disposal or destruction of the Software and any component parts must be done in accordance 
with applicable law. Except for the license granted herein and as expressly provided herem the 
terms of this Agreement will survive terminetion. 

If the Software is acquired under agreement with the US. government or any agency or instru¬ 
mentality thereof. it is acquired as ‘commercial computer software’ subject to the provisions here¬ 
of, as specified in 48 CFR 12.212 of the FAR anti, if acquired for Department of Defense [DoDl 
urnt5. 40 CFR 327-7202 dF the DoD FAR Supplement, or sections succeeding thermo. 

LucasArts and the LucasArts logo are registered trademarks of Lucasfilm Ltd. Star Wfcre 
Sactfetat fa a trademark of Lucesfflm Entertainment Company Ltd. © 2004. 2805 Lucasfilm 
Entertainment Cdmpany Ltd. or Lucasfilm Ltd. £ €) or TM as indicated. All rights reserved. 

This game and manual are each a work of fiction. All of the characters, events, locations, logos, 
and entities portrayed in this game are fictions! Any resemblance to real persons, lining or dead, 
or actual events, is purely coincidental. 


Online play subject to online terms of use and privacy policy as may be available online at 


swbattfefront2 com . 


LucasArts, a division of 

Lucasfilm Entertainment Company Ltd. 

P.0. Box 23900 

San Frarscisco. CA 34123 




